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First released in Japan as the Super Famicom, the Super Nintendo 
was Nintendo’s i6-bit answer to Sega’s Mega Drive, which had be¬ 
gun to seriously erode the 8-bit NFS’s market share. Developers 
locked-in to the NFS were also eager to have a more advanced sy¬ 
stem upon which to develop their games. The Super Famicom 
quickly outsold its rivals in Japan and regained market dominan¬ 
ce. 

The system was redesigned for the North American market, bra¬ 
nded the Super Nintendo, and released in the autumn of 1991. 

It was launched with few titles but chiefly one of those was Super 
Mario World, a 16-bit upda- 
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Intially priced at 
$199.99 at laun¬ 
ch, competition 
between the SN- 
ES and the Gene¬ 
sis would put do¬ 
wnward pressure 
on the retail cost 
of both systems 
as the 90s wore 
on. 
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Sound Blaster was a series of peripheral sound cards 
for IBM compatible computers, which were the stan¬ 


dard for audio on that platform until onboard sound 
chips became standard in the PC industry. The Sound 
Blaster was widely supported by games published in 
the 1990s. The Pro model featured stereo sound. 


With the release of the SNES, the Nor¬ 
th American console war really heated 
up. Sega had had a head start with the 
Genesis, positioning itself as a “cool” 
console for mature gamers (teens). 
Wanting to break into that segment, 
Nintendo arranged to have exclusive 
rights to the console version of arca¬ 
de hit Street Fighter 11 for a limited 
time - but long enough to seriously 
dent Sega’s market share. 

By 1992, the Genesis had declined to 
60% of the American console mar¬ 
ket, and the two rivals would see- ® 
saw back and forth over the years, ^ 
neither obtaining a definitive lead 
until the release of Nintendo’s Do- 
nkey Kong Country would see the 
SNES surge ahead, and temporar- 
ily fend off more advanced rivals 
such as Sony’s Playstation. 

Nintendo ceased production of 
the Super Nintendo in 1999, after 
selling 49 million units worldwide. 
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COMPUTE August 1991 

• ...Creative Labs is now turning 
up the volume with the Sound Blaster 
Pro. It's basically two Sountl Blaslnrs 

on a Single card wilti additional 

twin FM chips capable of creating 22 
individual voices, two DACs (or stereo 
voice and sound-effects playback, a 
stereo microphone jack, and a built-in 


The big question is, at a list price of 
$249.95, is the Sound Blaster worth the 
investment? Yes, yes. a thousand limes 
yeslir PC HOME JOURNAL 
How many-Veslirwouid you give now ~ 
that the Sound Blaster list price is reduced 
to $169.95I And you get: 

‘ DAC lor digitized voice output 

• ADC for voice recording 

• 11-voice Ad Lib FM synthesizer 

• Fun duplex MIDI interface 

• Joystick Port 

’ Microphone amplifier 
' Power amplifier (4)M per channel) 

• Bundled software: • Intelligent Organ 

• Talking Parrot • Voice Toofiiit 

• SBTALKER • OR SBAITSO 
•Jukebox for Windows 3.0 

Sound Blaster Micro Channel Version 


software will be able to fade-in, fade- 
out and pan the various audio sources 
to create elaborate sound montages. 
The Sound Blaster Pro includes 


internal or exterrral CD-ROM player. 
There’s also an intemal connector (or 
CD-Audio. The MIDI Interface is 
compatible with the original Sound 
Blaster's MIDI interface but adds the 
MIDI time-stamp that’s part of 
Microsoft’s new multimedia standard. 

All in all. the Sound Blaster Pro 


You must have heard how SOUND BLASTER 
took the PC market by storm... 


Now the HURRICANE. 
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channels (22) of the original Sound 
Blaster with twice the quality of sound 


At a devastating price of $ 299.91 
and you get a "chock-full of features’ 
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MADNESS! 


I ceiling, conveyor belts, 

" switches that operate doors, 
>|j| and springs that send Sonic 
m flying through the air. 

^ TVansporter pods beam Sonic 

■ and Sonic must master their 
I use to locate the only exit. 

H Every endless corridor must 
W be explored for Sonic to find 
ly his way. 

“ Lastly, Sonic must com¬ 
plete his task high above the 
ground on the platforms and 
aboard Robotnik's flying 
fortress in the Sky Base Zone. 
Lightning bolts illuminate the 
sky, but bum to a crisp any 
unsuspecting hedgehogs. 

as he makes his way closer to 
the base. Motorized platforms 
are the only transportation to 
the launching pad of Robotnik's 
blimp. 'Die blimp is fortified 
with closing spiked walls, 
exploding mines, and immense 
cannons with an endless supply 
uf anuno. Sonic must learn the 


(Badniks) that ruthlessly 


‘ while piranha leap out of 
e for a mUe nibble on 


He must collect gold rings to 

gain entrance in the bonus 
roimds. He must collect the 
carefully hidden gems that are 
scattered all through the six 
zones. Sonic must destroy any 
of the robot horrors, (Badniks), 
that block his path. Lastly, and 

milted to end the cruel reign of 
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With spikes, and named 

him Sonic, a reference ^ “SSr 

to his ability to roll qui- r" I 

ckly through the game, L | I I 

a technique previously j 

demonstrated by the te- ^ ^ ^ 

am's programmer. ^% 9 S\ ^ ^^ ^ ^ ^ ^ 

During development, the team considered various anim 
als, inSuding a rabbit and a kangaroo, but these were 
not considered aggressive enoii^, and the final choice 
was between an armadillo or a hedgehog Sonic was co¬ 
loured to match the Sega logo, and nis red shoes were 
meant to invoke Santa Lllaus and aid in Christmas sales. 

Released during summer of 1991, Sonic the Hedgehog 
solidified the Genesis’ share of the North American con¬ 
sole market and helped defend against the invasion of 
the Super Nintendo that autumn. A side-scrolling plat¬ 
form game, the pl^er guides Sonic as he is tasked with 




r The Hedgehog for 
• System is packed t 
The graphics are 
i;. and the imagina- 
urying g^eplay of 

». The bonus sUge 


Badniks. Springs, wooden 
swings, and hedgehog piercing 
spikes are foimd both on top 
and below in the underground 
water ways of the green hills. 

Sonic then makes his way 
through the perilous Bridge 
Zone. Bridges of all types form 

waters below. Tlie bribes are 
broken away in parts and even 
collapse under ^nic's feet. 
Robolnik rocket bees patrol the 
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Reach for your parachutes 
peeps cos we're off for a cliff-hanging 
trip with the luverly Lemmings — 
courtesy of Psygnosis. Cute they may 
be intelligent they ain’t. You sure 
wouldn’t find one of these critters on 
Mastermind. And so messy! Splattering 
their bodies ail over the place indeed, 
no consideration. Haven’t they 
ever heard of taking an 
overdose? NICK ROBERTS 
* 4 A dons his green wig and jumps 
># , M off CRASH Towers (about time 
X^Ftoo —Ed). 




AAARGH! ^ 
SAVE THE-^ 


Sonic wasn’t Mm\ 
UUMi ^^jss^r the only cool new 
^ video-game animal 

to crawl out of 1991... ^SHH 
UK studio DMA Design’s 
r^^^(later Rockstar) Lemmings tIW 
had pliers work to guide a pro-^ 
jr cession of lemmings through a la- \ 
^ nscape of traps, dead-ends ana botto- \ 
mless pits towards freedom. Players must 




save a certain number of le 
Bj^pjir mmings in order to advance 

To accomplish this, players are gi 
ven a number of different attributes 
tney can assign to certain lemmings, for example 
“digger”, which gives target lemmings the ability 
to dig through walls, allowing the rest of the lem¬ 
mings through. 

Lemmings would become an incredibly popular 
game on the Amiga platform, later ported to ma- 


from Ocean 
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Lemmings would become the second 
highest-rate game in the history of 
Amstrad Action magazine, > 

and is estimated to nave EUROi^ 
sold 20 million copies bet- ■■■1 

ween various computer ^ 

and console systems. It ^ ^ESio 

had several sequels and 
spinoffs, including 
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ELECTRONIC CRMINC EXPRESS. 


PINAL SPECS RELEASED ON THE SEGA 
16-BIT CD-ROM FOR GENESIS!! 




While only a limited number 
of Sega CD-specific games 
were made (mostly full-mot¬ 
ion video titles), Sonic CD 
stands out as one of the best 
CD titles, with a time-travel 
mechanic that allowed play¬ 
ers to access different versi¬ 
ons of stages, with alternate 
graphics, layouts and music. 


Sonic CD was ported to iOS 
in 2011 and has a rating of 
93/100 on Metacritic. 


Graphics 


Great 


Basically a Commodore Am 
iga 500 with a CD-ROM an 
a remote control, the CDTV 
was marketed as an all-in- 
one multimedia device, cap¬ 
able of playing movies, mus 
ic, multi-media CD-ROMs 
and games. However, at 
$999 USD the system was 
quite expensive, and did n 
sell very well. Also, titles for 
the system worked on an 
Amiga with a CD-ROM, enc¬ 
ouraging Amiga owners to 
buy a CD-ROM instead of a 


The Game Gear was Sega’s entry into the hand-held 
gaming market. W^th a colour screen and backward 
compatibility with the Sega Master System, the Ga¬ 
me Gear was an attractive product, but with its short 
battery life it had difficulties making inroads against 
the Game Boy, its primary competitor. 

In North America, Sega marketed the Game Gear 
aggressively, calling Game Boy owners “stupid” and 
“rat”, saying “if you were colour-blind and had an IQ 
of less than 12, then you wouldn’t mind which porta¬ 
ble you had”, drawing fire from Nintendo, who atte¬ 
mpted to get Sega sanctioned for insulting disabled 
people - a charge Sega countered by telling Ninten¬ 
do they should spend more time on their games. 


COME AL 


THE MAGAZINE FOR SEGA VIDEO GAME PLAYERS 


$ 3.50 


The Sega CD allowed for ga¬ 
mes 32t)-times larger (in da¬ 
ta terms) than a conventional 
Mega Drive cartridge, allow¬ 
ing for large amounts of full- 
motion video and digital so¬ 
und. 


Back-Lit 

Screen. 


SPECIAL. REPOS^T 


MEGADRIVE CD ROM: 


THE FACTS REVEALED! 














































































































Come Into the World of King’s f^st'V.. 


Nobody Laughs When This 
Pirate Plays With Dolls. 


ASTHERSWORDS. 


has been improved even more. So have our 
sound effecis, which are backed by a caprivat- 
ing calypso and reggae music track. 

Enter the Monkey Island Treasure Hunt and 
win a FREE Carnival Caribbean cruise! 

If you can solve a lew sneaky puzzles 
in a special demo of TTie Secrets (^Monkey 
/slanct you might pist win one of the sweetest 
prizes since Dpiain Kidd's treasure chest. A 
Carnival Cruise fortwoioneofa hundred 
AdLib* sound cards, or one of hundreds more 
prizes! YouH find the 
demo and complete rules 
in speciallymarked Ift PIB 

boxesofSMdiskenes llWUllUelK 

Orsend a self addressed, 
stamped disk mailer to: 

Monkey Demo, PO Box 
10228, San RafaeL CA 
(M0I2. 

So act fast, think last, and enter fast 
Because while playing The Secret (^/Wonkey 
tsbrtd is an adventure, winning the Treasure 
Huntisarealtripi 


Lucasfilm* Games' swashbuckling new 
graphic adventure lets you trade insults with 
some of the saltiest seamen to ever sail the 
seven seas. 

In The Secrete^Monkey Islendrywin 
sling one-liners with a fast-talking used ship 


soon as you've completed three tiny trials. 

Among other things, you1l need to sedate 
some piranha poodles, burglarize the governor's 
mansion, and do business with the scum of the 
earth. And if that's not enough, you'll have to 
Figure out whether the 300-pound voodoo 
priestess covets your rubber chicken, fetid fish, 
pack ofbreath mints, or... 

If the brigands don't grab you, 
^ v'/’T’ vg the graphics will. 

LucasFilm Games set today's 
graphic standards with games like 
Loom mi Indiana Jones and the 
Last Crusade. Hw The Secret 
of Monkey Island ufsOte Stan- 


tbed |ak<s 


^ Chucks Revenge 


l UCASFIL lUl 

fa III 


ing corpse, andaprisonerwhosebreathwould 
stop a horse. You'll also hunt for buried treasure, 
chase after a beautiful woman, 
and-perhaps-untaveloneof 
the twistiest plots In the history ^H|I|E 
of adventure gaming. 

YouVe short, broke, clueless ^.,1 .. 
and friendless. 

And you've lust arrived on _ 

Mkite Island seeking feme and fortune. Explain- stunning 2S6<olor VGA graphics I l6<olor 
ing to anyone wholl listen that you want to be EGA version also availablel, proportionally 

a pirate scaled animated characters, and cinematic 

Being the easygoing types they are, your pans and camera angles, 

new pirate pals invite you into the club. Just as Our acclaimed point 'n' click interface 


" a 

series in ' ^ 
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puzxicy goodne 


Scorpion s 


Guybrush Threepwood, a young man who dreams of 
becoming a pirate, is the subject of The Secret of Mon¬ 
key Island, a Lucasfilm game wherein the player exp¬ 
lores the titular island in his quest to complete three 
tasks set by the island’s pirate leaders and oecome a 
pirate himself The game is navigated by “pointing- 
and-clicking” on various items and characters, asking 
questions and solving puzzles. 


Untold, 


Heretofore 

THE 
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heabt-poundin^om^^ 


F? 3 
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WiLLy Beamish was another 
point-and-cLick game,this 
time featuring a mischievi- 
ous nine-year oLd boy atte¬ 
mpting to avoid being sent 
to military school by his 
parents. Despite the main 
protagonist being a nine- 
year old boy, the game is 
quite adult-oriented, with 
many sexual puns and sa¬ 
tire. 


You really have to 
see it to believe it 


Computer Entertainer 


Prince of Persia, programmed 
by Karateka designer Jordan 
Mechner,was notable for 
its use of fluid animation 
and life-like character mo¬ 
vement. Originally released 
for the Apple 11, the game 
features an unnamed prot¬ 
agonist attempting to resc¬ 
ue a princess from the evil 
Grand Vizer Jaffa r. 

PoP would go on to become 
a franchise of several games, 
and a motion picture. 


fs like an Arabian nights movie come to life... with you as the star! In Prince of Persia, you'll 
plunge into an exotic world of challenging puzzles, tumultuous action and animation so fantastic i 
has reviewers reaching for superlatives; 

... The adventurer character 

, jumps, climbs and hangs from H I ajM plM ^ 


actually looks he 
ledges." 


nmitigated delight., 
; game has come in a 
so wonderful (am I g 
lot move like a little < 


I makes^this 


1 a long, long, long time. 
I gushing?) is that the liti 


Nibble 

"Superb double-high-resolution graphics images and responsive, 
smooth animation work beautifully together to create an almost 
cinematic experience." 

inCider/A+ 

"A tremendous achievement... Mechner has crafted the smoothest 
animation ever seen in a game of this type. 

"Prince of Persia is the Star V)4irs of ite field." 


Available for IBM'/PCAandy and 100% compalil 
5O0yiOOO’/2OOQ(3OOO; Apple* lle/llc/llc PIuVIIgs. 
Suggested retail price: Apple, $34.95: IBM and Ar 
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Content for this special mini-issue came from the following formally copyrighted sources: 


Advanced Computer Entertainment December 1991 

Amiga World December 1991 

Compute! December 1991 

Computer Gaming World December 1991 

Computers and \ddeo Games December 1991 

Crash December 1991 

Let’s Compute December 1991 

Mega Play December 1991 

New Atari User December 1991 

One for ST Games December 1991 

Raze December 1991 

Sega \^sions December 1991 

Rainbow December 1991 

Zero December 1991 
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You! 


Other sources include Wikipedia, Flickr, eBay and Google Images. 

Paleotronic Magazine uses out-of-print magazine articles, vintage product advertisements, 
stock product images and other freely-available image assets for educational, transformative, 
artistic and critique purposes, covered by fair-use provisions in most countries. We value and 
thank the creators of these assets for their efforts, and will do our best to use their creations 
in the way in which their creators intended: to inform and to encourage readers and viewers 
to explore vintage technologies. 

In that spirit, Paleotronic Magazine only copyrights the wholly original (not transformative) 
text and image content of our publications, and only for a period of five years after the date 
of publication. After that time, our works will fall into the public domain, so that others may 
carry on in a similar vein. It is not our intention to unfairly profit off of the efforts of others, 
only to make their works relevant once again so that they are not forgotten, and continue to 
have an impact on the public sphere. 
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